Ages 4 to 9 


ata base management — 
or beginning readers. 
Collect file cards, , 
create data bases. @ 
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“CHALLENGE UPGRADE” 


+ Fun + Educational 
* Easy to Understand 


MORE FUN, 
MORE LEARNING 


With “Challenge Upgrade”™, it’s 
easy to stay challenged...for more 
_ fun, more learning. 


BEST VALUE 


With “Challenge Upgrade”™, it’s 
like having many different 
programs...for the price of one. — 


easier. 


“CHALLENGE UPGRADE” | 


As a player gets better, you easily upgrade the 
program s challenge to improve learning and fine 
motor skills. For new players, make the program 


For Best Value, More Fun, More Learning... 
Get MINDPLAY™. The only Educational Software 
with “CHALLENGE UPGRADE”’™. 


COLLECT ALL MINDPLAY™ PROGRAMS 


¢* MATH MAGIC for counting, 
addition and subtraction. 


* RACE THE CLOCK for memory, 
concentration and logical thinking. 
Open-ended. 


- PICTURE PERFECT for drawing, 
_ writing, story and coloring books. 
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¢ CAT ’N MOUSE for association 


and relationships. Open-ended. 


* DYNO-QUEST for strategic think- — 
ing, decision-making and learning 
about dinosaurs of the past. 


° BAKE & TASTE for reading, 
following directions and visually 
introducing fractions. 
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INTRODUCTION TO 
COTTON'’S FIRST 
FILES™ 


Cotton's First Files™ is a data base of 
files that introduces youngsters to-- 


e Using a data base 
e Creating a data base 
e The world of animals 


COTTON is the on-screen bunny who 


helps youngsters search and create files. 


Youngsters work with a data base of 
two hundred animals as they learn to 
pick categories and find information 
quickly. And, to add to the fun of 
learning with Cotton's First Files™ , 
children collect animal data cards after 
each game. 


FILES are fun as youngsters learn to 
create files with or without graphics. 
Using the Build Your Own Files feature, 
players make games to challenge others 
or make their very own files for study 
and reference tools. 


And Cotton’s First Files™ also offers 
Challenge Upgrade®, an exclusive 
MindPlay® feature that lets you cus- 
tomize playing features. In addition, 
Cotton’s First Files™ offers you the 
option of adding speech capabilities to 
enhance learning. 


Cotton's First Files™ is the perfect 
learning tool for introducing data base 
concepts, creating games and making 
study tools. It’s also great for keeping 
notes for science, social studies, and 
vocabulary. Cotton’s First Files™ puts 
the power of a data base at the player’s 
fingertips. 


NOTICE: NEVER INSERT OR 
EXTRACT THE DISK FROM THE 
DISK DRIVE WHEN THE RED 
LIGHT ON THE DISK DRIVE IS 
ON. 


GETTING STARTED 


_ To use Cotton’s First Files™ in your 
computer: 


NEVER TURN OFF THE COM- 
PUTER WHEN THE RED LIGHT 
ON THE DISK DRIVE IS ON. 


NOTICE to IBM computer owners: 
ENTER key should be substituted 
wherever RETURN key is used in these 
instructions. 


1. Insert the Cotton’s First Files™ disk 
into the disk drive (label facing up) and 
close the door. 


2. Add speech to Cotton’s First Files™ 
on Apple 128K Ile or IIgs with Echo 
Board, or on Apple IIc with Cricket. 


NOTICE to Apple IIgs owners: Set the 
IIgs system speed to NORMAL. Do 
this in the Control Panel of the IIgs. 


3. Turn ON the computer and TV or 
monitor. The red light on the disk drive 
will come on, and in a few seconds the 
Main Menu will appear. At this point 
you are ready to begin. 


4. If you have an attached printer, put 
the paper in place and turn the printer 

on. This will let you print out your data 
file cards. 


Choosing from the Main Menu: The Game Menu for Cotton's First 
Files™ includes the following: 


The Main Menu for Cotton’s First 


Files™ appears as follows: Peek and Find 
File Hunt 
Clue Search 
| : Build Your Own Files 
: Hag Game Pte ee TT Pressing the Space Bar moves the white 
| ra highlight through these menu activities. 


to 
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Instructions 


Press the Return key when this feature 1s 


ken a aaa 2a highlighted. Pick the game for which 
you would like to see on-screen 
Press the Space Bar to move the instructions. 
highlight. Then press the Return key to 
enter your choice. Challenge Upgrade® 
Play Game Press the Return key when this feature is | ' 
highlighted to customize Cotton's First | 
Press the Return key when this feature Files™, See Challenge Upgradé® on | 
is highlighted to choose from the page 11. | 


following activities available with 
Cotton’s First Files™. 


Choosing from the Game Menu: 


The Game Menu for Cotton's First 
Files™ appears f as follows: 


Peek and Find Fie. 
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Peek and Find 
Press the Return key when this game is 
highlighted to play Peek and Find. 


File Hunt 
Press the Return key when this game is 
highlighted to play File Hunt. 


Clue Search 
Press the Return key when this game is 
highlighted to play Clue Search. 


Build Your Own Files 
Press the Return key when this choice is 
highlighted to Build Your Own Files. 


PLAYING COTTON'S 
FIRST FILES™ 


Peek and Find 


With the Peek and Find game, you 
practice your filing skills. The goal is 
to find the file drawer containing the 
picture of the animal you are asked to 
find. For example, you are asked to 
find the turkey. 


turkey 
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Use the Arrow keys to move COTTON 
to the drawer you think will have a file 
for the turkey--in this case the drawer 
with a picture of afarm. Then press the 
Return key to open the drawer. Refer to 
page 15 to see File Drawer descriptions. 


Once the file drawer is opened you will 
be able to see all of the files that are in 
the drawer. When the file with a 
picture of a turkey appears, press the 
Return key. If the answer is incorrect, 
the screen will prompt you to try again. 
When the correct answer is entered, you 
collect one star, and you can print out 
your animal data card. Follow screen 
prompts to print your animal data card, 
press the <Esc> key to quit playing, or 
press any other key to continue playing. 


Help 

When the computer offers speech while 
playing Peek and Find, press the <?> to 
hear the names of each of the files. 


Mistake Proof 

When Mistake Proof is turned On in 
Challenge Upgrade®, a message will 
stop you from picking the wrong 
drawers. 


File Hunt 


With File Hunt you discover that one 
animal may be found in more than one 
file drawer. 
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in 4 drawers. 


This animal is king of the jungle. 


<+t1+> Move Bunny : <RETURH> Pick | 
ESC? Buit 


Step 1) Look in the space under the file 
drawers to see how many drawers you 
must find your animal in. (For the 
screen shown above, you must find 4 
drawers that contain the animal 
described.) 


Step 2) Read the description at the 
bottom of the screen to get information 
that will help you decide which file 
drawers to search. (For example, if the 
animal described is a lion, you will 
want to look in these file drawers: 
Wild, 4 Legs, Land, Furry.) 


Step 3) Pick a file drawer to search 
through. Use the Arrow keys to move 
Cotton next to that drawer. Press the 
Return key to open that drawer. Look 
through the items in the drawer. When 
you see a picture of the animal you are 
looking for, press the Return key. If 
you pick the correct animal, a check 
mark will appear on that drawer. If 
you don’t find the animal, go on to 
another drawer. 


Notice that the screen will tell you how 
many items each drawer contains. For 
example, “Item 1 of 3" means there are 
3 items in that file drawer, and you are 
looking at the item that is number one. 


Step 4) The game is over when you 
find the animal in the correct number of 
drawers. Follow screen prompts to 


print your animal data card, press the 
<Esc> key to quit playing, or press any 
other key to continue playing. 


Clue Search 


Clue Search lets you find the animals 
faster with the data base’s “search and 
sort” feature. The program searches all 
the file drawers you pick to find only 
animals that fit into all of these catego- 
ries. By choosing as many of the right 
categories as possible, you can limit the 
number of files you must check on your 
animal search. 


“There. ee open a 
There are 3 items uw ich appear in 
all of the open file 
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Message Area 

The area under the file drawers gives 
you help. It tells you how many file 
drawers are open. Then it tells you how 
many items (animals) have all the 
characteristics you are searching for. If 
the message tells you there are zero 
items in the open files, and at least one 
drawer is open, then you picked a file 
drawer that does not have your animal. 
Close all drawers that do not describe 
the animal you are looking for. 


Clue Area 


The area for clues gives you information 
about the animal you are searching for. 
Press the <C> key to get more clues. 


Scoring 

To get the highest score of 100, you 
must open all the drawers that your — 
animal can be found in. You lose 20 
points for each drawer you do not open 
that should be opened. 


Step 1) Read the clues at the bottom of 
the screen to help you pick the file 
drawers. 


Step 2) Open all of the drawers that 
describe your animal. Move Cotton 
with the Arrow keys. Open or close 

drawers with the Return key. As you 

open each drawer, watch the message 
area to make sure that the number of 

items does not fall to zero. 


Step 3) Once you open all the drawers 
you think contain your animal, press the 
<L> key to look at the animals you 
sorted. Then use the Return key to pick 
the animal you think is the one 
described by the clues. 


Build Your Own Files 


The Build Your Own Files game helps 
you use your new data base skills to 
create original data bases for play or 
study. 


There are two hundred animal graphics 
available that you can use to make data 
file cards. For the many animal 
graphics that do not already have data 
file cards by MindPlay®, use reference 


books to get the animal facts you will 
need to make your own files accurate 
and interesting. 


On-screen prompts will guide you as 
you create your data base. 


Step 1) Give your data base a name 
that describes it. (Ex.: Animals) 


Step 2) The following menu for 
building files appears: 


Add Item 
Edit Item 


Place Item in Drawer 
Name Drawers 


Step 3) Select Add Item from the menu 
to create your own files. 


¢ Follow the screen prompts to type 
in the name of the file item. 

e Next pick the graphic from the 
graphic library of 200 pictures. 

e Use the <N> key to see more 
graphics. Then use the Space Bar 
to highlight and the Return key to 
save your graphic. If there is no 


graphic that matches your item, 
pick the blank box. 

Type in the description of the 
animal. This description will 
appear when you play File Hunt 
and when you print out data cards. 
Type in five clues for playing Clue 
Search. 

Use the <N> key to go to the next 
file card item you want to create. 
Optional: Use the <P> key to place 
the file item into the drawers. (This 
may be done at this time if you 
have already named your file 
drawers. If not, it may also be done 
later by choosing Place Item in 
Drawer from the menu for 
building files.) 

Press <Esc> to quit and return to 
the menu. 


Sample File Item: 


DATA BASE: AHTHALS 
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Step 4) If your drawers do not have 
names, pick Name Drawers from the 
menu to enter a set of names. If 
necessary, use the Arrow key to delete 
names you want to replace. 


Use names that many of the items in 
your data base will have in common. 
(Ex.: 2 Legs, 4 Legs, Mammal, Furry, 
Land...) Refer to page 15. 


Step 5) Select Place Item in Drawer to 
pick the file drawers that describe each 
item. The item will then be placed into 
the drawers you pick. (Example for 
Cow: 4 Legs, Farm, Land, Mammal.) 


e Use the <P> key to see the previous 
item, the one just before the one — 
shown on the screen. 

e Use the <N> key to advance to the 
next item. 


Step 6) Select Edit Item (if needed) to 
make changes in any of the items in 
your data base. Follow screen prompts 
to pick the item and make changes. 


Note: For each file item you create by 
Building Your Own Files, be sure to 
open at least one drawer (Place Item in 
Drawer) and. to leave at least three 


drawers closed. If you do not do this, 


it will be very difficult to play games 
using your files. 


Automatic scrolling may also be turned 
Off. The player will then use the Space 
Bar to scroll the graphics of the file 
items. 


Sound: 
Turn all sound On or Off. 
Printer: 


Set to match your equipment: 
Epson, Imagewriter, Grappler+, Pkaso, 
Silentype/Off. 


Print: 


Select this option to print out a com- 
plete data base, either MindPlay's® 
Standard Data Base or one that you 
created with Build Your Own Files. 
Follow on screen prompts to use this 
feature. 


Mistake Proof: 


Set to On, the player will get a message 
each time he/she tries to select the 
incorrect file drawers. Set to Off, the 
player will be able to select incorrect 
file drawers. 


Name Entry: 


Requires the player to type in his/her 
name before beginning. 


Performance: 


This option gives you a summary of up 
to 25 players' performances by type of 
game. To record performance by name, 
set Name Entry to On. 
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MESSAGE TO 
PARENTS 


Personal computers are machines that 
can be fantastic supplements to your 
child's education, but these machines 
will never replace teachers or parents. 
In order for children to receive the 
maximum educational benefit from 
Cotton's First Files™, it may be 
necessary for parents or older children 
to work along with younger children. 


The following plan suggests one way 
you and your child can work together to 
achieve success with Cotton's First 
Files™. 


1. Play each game to get a feel for the 
skills required. 


2. Select the Challenge Upgrade® 
menu and experiment with the options. 


3. Choose the type of control device 
and show the child how to work it. 


4. On the Main Menu choose Peek and 
Find. Select the instructions and go 
through these on-screen directions 
together. 


5. Explain Peek and Find to your child. 
Then observe your child playing. If 
necessary, adjust Challenge Upgrade® 
options. Set these options to allow your 
child to be challenged, yet successful. 


6. When your child is ready, go on to 
File Hunt, and, finally, Clue Search. 


7. Challenge your child to go through 
all three games. Then help your child 
create his or her very own data base 
game with Build Your Own Files. 


8. Sit back and watch your child enjoy 
learning. 


_ ADDITIONAL 
2 ACTIVITIES 


Cotton’s First Files™ makes useful data 
bases and file card printouts. Children 
can use their data base skills to make 
challenging games, study materials, and 
handy files. 


e Make a data base of friends and 
family birthdays. Call the data base 
“Birthdays.” Then create a file drawer 
for the months of the year. (It will be 
necessary to double up on some of the 
months since there are only ten file 
drawers.) Enter clues that will make it 
fun to identify the friend or relative. 
The description is optional, but a great 
place to note a friend’s address, and 
phone number as well as favorite colors 
and hobbies. Print out the cards and 
staple them together to make your 
personal Birthday Reminder Book. 


14 


e Create a data base of animals you 
would like to be. When you are writing 
your descriptions, begin “I would like to 
be a (animal) because...... 


e Make a data base of explorers. File 
drawer categories should include the 
countries of origin (Spain, England, 
France, Holland, Portugal), and the time 
period (16th, 17th, 18th, 19th or 20th 
centuries). 


e Make a geography data base. The file 
drawer categories should include the 
continent (Asia, Africa, Australia, North 
America, South America, Europe), 
climate (Tropical, Temperate, Desert, 
Arctic), or other facts about countries 
such as the type of government (Totali- 
tarian, Democratic, Dictatorship). 


e Make vocabulary/spelling cards to use 
for studying new words. 


File Drawers 


The names of your files drawers can be 
changed when you Build Your Own 
Files. 


2 Legs (animals with 
2 legs) 


4Legs (animals with 
4 legs) 


(animals that 
live in water) 


(animals that 
live on land) 


(animals found 
on a farm) 


rete 


(animals found AT OCT A 


in the wild) WILD 


(animals with 
wings) 


(animals kept 
as pets) 


(animals with horns, 
tusks or antlers) 


(animals with 
furry skins) 


COTTON PLUS™ 


~ Owners of Cotton Plus™ may add 


graphics to Cotton’s First Files™. To 
work with Cotton Plus™ graphics, set 
the Challenge Upgrade® option titled 
Cotton Plus™ to ON. Then follow 
screen directions. 


METHODS & SOLUTIONS, INC. 
DANVERS, MA 01923 


COPYRIGHT © 1988 
PRINTED IN U.S.A. 
ALL RIGHTS RESERVED 
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Backup Disk 


Send in your Mind Play Warranty Card for a MindPlay Backup disk. 


¢ Fill out Warranty Card. 

e Send Sales Receipt indicating product purchased. 
¢ Select correct machine. 

¢ Select disk size. 


¢ Enclose Check for $10.00 Mail To: MindPlay 
Unit 350, P.O. Box 36491 
Tucson, AZ 85740 


Disk Size 
3.5" - 


* a .. 


Machine 
Apple L] Mac LI 


IBM LCL] Tandy 


CONGRATULATIONS! You have purchased a quality educational product from 
MindPlay. We are dedicated to publishing programs that are educationally sound 
and highly motivating. If you have any ideas or suggestions on how to improve our 
programs, drop us aline. Please let us hear from you. Our goal is to provide the 
best products for your enjoyment. 


ALL MINDPLAY PRODUCTS ARE PROTECTED. ANY ATTEMPT TO COPY A 
MINDPLAY DISK MAY PERMANENTLY DAMAGE THE DISK AND VOID THE 
WARRANTY. All MindPlay products are sold AS /S without warranty either 
expressed or implied as to the usage or performance. The user, not the manufac- 
turer, distributor or retailer, assumes all cost of any necessary service or repair. 
PUBLISHER warrants that any MindPlay disk be free from defects in materials and 
workmanship for the life of the disk. PUBLISHER will replace any defective or 
damaged MindPlay disk for a handling cost of $10.00 when accompanied by the 
original purchaser's disk and proof of purchase or enclosed WARRANTY 
REGISTRATION card. 


WARRANTY 
REGISTRATION 


Name 

Address 

eg ee eel oO 
Phone ( = Gm 23 Cee @ ed 


Date Purchase Regeived:/ 
MindPlay Product Purchased: 
Where Purchased: . MY 3 Sia meet Bos 
Computer Owned: Brand Model 

Age of Principal Users: Male [J Female [] 


How did you learn about MindPlay? [- Advertisement [_] Catalog [_] Word-of-Mouth 
[_] Store Display [_] Other 


POSTAGE 
REQUIRED 


PLACE STAMP 
HERE 


Unit 350, P.O. Box 36491 
Tucson, AZ 85740 


COTTON'S FIRST 
FILES™ 


Introduction to Data Base 
Featuring Animal Graphics 


Grades K to 6 


TEACHER’S SUPPLEMENT 


LEARNING OBJECTIVES 


The educational objectives of Cotton’ First Files™ are as follows: 


1 


To introduce beginning readers to the rudimentary concepts of 
categorizing. 


Peek and Find, game one, features large graphics and offers optional 
speech with a speech synthesizer. 


To introduce the concepts of using a data base with a step-by-step 
progression of games. 


Cotton’s First Files™ is designed to teach data base in three steps: 
categorizing, multiple categories, and sorting to find objects that all 
fall into common categories. 


To provide students with a very easy and motivating tool for creating 
original data bases. 


The Build Your Own Files option is very easy to use. It offers two 


hundred graphics plus the option of using Cotton Plus™ graphics. 
To provide students with a useful end product, completed data base 
files may be printed out with graphics and text. 


To provide a large data base of animals. 


Students learn about animals as they work with the data base of 
animals. 7 


Cotton’s First Files™ is also appropriate for use by older students. Many 
science and social studies lessons will be enriched by using the data base 
to save facts and details for study or for learning games. 


PREPARE COTTON’S FIRST — FOR STUDENTS 


Use Challenge Upgrade® to prepare Cotton’s First Files™ to meet your 
needs. (See Challenge Upgrade® on page 6.) 


1. Set the number of disk drives, the type of control, and the printer to 
match your equipment. 


2. For younger students, you may wish to format data disks in advance. 
3. Make additional changes as desired. 
DIRECTIONS 


Four activities — three games plus a build your own activity — are 
available to the student. 


Peek and Find 
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Peek and Find is the simplest of the four activities. The learning 
objective is to teach categorizing by showing that the animal students are 
seeking, may be filed according to one of its characteristics, such as 
whetlter it is four footed, lives on a farm, etc. The object of play is to find 
the animal displayed on the screen by selecting the correct file drawer. 


File Hunt 


"Find the ee in 4 draaers . 


{++44> Move Bunny  €RETURH? Pick 
<ESC> Buit 


The learning objective of File Hunt is to demonstrate that one animal may 
be categorized in more than one way and therefore may be found in 
several different drawers of a data base. The object of play is to use the 
description to find the specified number of drawers containing the animal 
they are searching for. 


Clue Search 
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The learning objective of Clue Search is to see how a data base is used to 
search for items that have common characteristics. Players use the clues 
to decide which file drawers to search; the more correct file drawers, the 
easier the search and the more points awarded. | 


Instructions are available in the accompanying User’s Guide. On-screen 
instructions are also available to the student by selecting Instructions from 
the Main Menu. Separate instructions are available for each activity. In 
general, screen prompts guide students. They will primarily use the 
Escape key, Return key, and the Space Bar. For the Build Your Own 
Files option, a word processor is used to allow editing. | 


TEACHING DATA BASE 
Lesson One 
Objective: To learn about files. 


Before beginning to play Peek and Find, discuss the idea of filing with 
your students. Talk about the different ways things are filed; give ex- 

amples of chronological and alphabetical files. Then explain that a data 
base is a way of filing so that the computer can help find things quickly. 


A data base is like a group of file drawers. Things get filed according to 
categories. For example, all the animals with two legs are in one drawer. 
When students play Peek and Find, they will be ees with these types 
of files. : 


es Two 


Before beginning to play File Hunt, remind students that items are filed 
according to category. Then explain that in a data base the same item can 
be filed in many different file drawers. For example, a horse can be filed 
in the drawer that says “Four Legs” and the drawer that says “Farm” and 
the drawer that says “Wild.” Ask if anyone can think of any other 
categories cae) the horse could be filed in. 


When students play File Hunt, they will be practicing finding a an item in 
more than one file. : 


Lesson Three 


Before beginning to play Clue Search, remind students how they were 
able to find an animal in more than one file drawer. Next ask students the 
following question: What if you could ask the computer to find all the | 
animals that belong to ALL of the categories we tell it to find? 


On the blackboard draw the following Venn diagram and explain that this 
is how a data base works. 


Circle fannie “Farm” represents all the farm animals. 

Circle marked “Four Legs” represents all the animals with four legs. 
The area where the two circles overlap shows all the animals that are 
“Farm” animals and “Four Legged” animals. 


Explain that we can ask the computer to examine the data base—all the 
files—for items that fall into several categories. This shortens the 
searching job, as they will see when they play Clue Search. 


Also point out that if they are looking for an animal and select a file 
drawer that does not apply, the data base will give them a message that 
none —zero animals— can be found that fit into ALL of those categories. 
For example, the student is looking for a horse, s/he picks the drawer for 
“Four Legs” and “Farm.” The screen shows that there are twelve animals 
that are four legged and farm animals. Then the player picks “Wings.” _ 
Since there is no animal in the data base that has wings AND four legs 
AND lives on a farm, the item count will go to zero. 
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CREATING DATA BASES 


The Build Your Own Files game helps players use their new data base 
skills to create original data bases for play or study. Following on-screen 
prompts, pick a simple data base project such as grouping animals by 
categories such as big, small, tame, wild, walks, flies, swims, crawls, 
warm-blooded, cold-blooded. 


Step 1) Give your data base a name that describes it. (Ex.: Animals). 
Step 2) Pick Name Drawers from the menu that appears. Then name the 
drawers in the data base. Use names that many of the items in your data 
base will have in common. 

Step 3) Select Add Item. Follow the promuts to fill in the name of the 
item, pick a graphic, enter a description , and enter the clues. 

Step 4) Select the <P> key to place the file item into the drawers that 
describe the item. (Ex.: For the item DOG, pick Tame, Warm blooded, 
Furry...) 


Detailed directions are also available in the User’s Guide. - 
CHALLENGE UPGRADE® 
Use Be Upegrade® to adjust gaming to your teaching needs. 


Number of Drawers: | | : | 
Set by two’s between 2 and 10. The more file Sane! the more difficult 


play will be. 


Number of Items: 
Set by ten’s between 10 and 200 items to be used for play. 


Data Base: 

Set to STANDARD to use Mindplay’ s® data base games. Set to CUS- 
TOM to work with a data base you have created with Build Your Own 
Files. 


Cotton Plus™: 
Set to ON if you have a Cotton Plus ™disk. You will then be able to acid 
the Cotton Plus™ graphics to the data bases you build. 


Control: 
Set control for Keyboard, Joystick or Mouse. 


Disk Drives: 
Set the number of disk drives, 1 or 2, to match your equipment. 


Scroll: 

Use this setting to adjust the speed of the items that scroll on when the 
player is viewing the graphics in the files. Set to SLOW or FAST. 
Automatic scrolling may also be turned OFF. The player will then use the 
pace Bar to scroll the graphics of the file items. 3 : 


Sound: 
Turn all sound On or Off. 


Printer: 
Set to match your equipment: Epson/Imagewriter/Grappler+/Pkaso/ _ 
Silentype/Off 


Print: 

Select this option to print out a complete data base, either Mindplay’s® 
STANDARD Data Base or a CUSTOM Data Base that you created with 
Build Your Own Files. Follow on-screen prompts to use this feature. 


Mistake Proof: 

Set to On, the player will get a message each time s/he tries to select the 
incorrect file drawers. Set to Off, the player will be able to select incorrect 
file drawers. , 


Name Entry 
Requires the player to type in his/her name before beginning. 


Performance 
This option gives you a summary of up to 25 players’ wetarmitices by 
type of game. To record performance by name, set Name Entry to On. 


ADDITIONAL ACTIVITIES 


1. Create additional data bases with the animal graphics that are not 
already in the Mindplay® Standard Data Base. Also, create new data — 
bases for the animal graphics by using categories such as mammals, 
amphibians, reptiles, marsupials, carnivorous, omnivorous, herbivorous, 
C= | 


2. Make a presidential data base using categories such as the century, the 
party, prior position (V.P. or governor), which part of the country (North, 
South, Midwest, East, West) he comes from. 


3. Make an inventor’s data base using categories such as country of 
origin, century, field (medical, mechanical, chemical). | 


4. Create a weather data base. Set up categories for temperatures (-20 to 
20, 21 to 45, 46 to 70, 71 to 99, 100+), rain, snow, sun, windy, clouds. 
Each day enter the data giving the data a name such as March 1. After 
several months, check different combinations to see how many days fell 
into a particular combination of eecroe such as, 21 to 45 degrees, rain 
and ne 


5. If Cotton Plus ™(a oleeiey sriphics library) is available, 
students can also practice using or creating additional data bases. For 
example, a data base for learning about people’s jobs could include 
categories for Office, Home, Outside, Pans, and Tools. 


é Make a geography game. For seine Find Alasta The categories 
would include North, South, East, West, Cold, Warm, City, Suburbs, 
Country, Mountains, Plains, Coastal. 


ANIMAL DATA BASE GRAPHICS _ 
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The ONLY software featuring _ 
CHALLENGE UPGRADE™ 
. simple touseoptionsto 

make learning fit!!! | 


ACE DETECTIVE Critical Reading/ Drawing Conclusions 
ACE EXPLORER- Reading/Sequencing acts 
ACE REPORTER Reading for Detail/Main Idea 
ACE PROGRAMMER FII Basic Programming Skills 
_ AUTHOR! AUTHOR! Playwriting/ Creative Writing 
BAKE & TASTE — Simulation/Following Directions 
CAMPAIGN MATH Political Science & Fractions 
CAT 'N MOUSE Word Associations/Relationships 
COTTON TALES | Intro. to Word Processing/Desktop Publishing 
COTTON'S FIRST FILES Intro. to Data Base 
CROZZZWORDS Crossword Puzzles 
DYNO-QUEST Simulated Science Adventure 
EASY STREET Reading & Math Readiness 
ESSAY EASE : Writing & Illustrating Essays 
FRACTION-OIDS Fraction Facts 
JUMBLEZZZ Vocabulary & Reading Skills 
MATH MAGIC Counting/Addition/Subtraction 
PACESETTER Study Skills/Organizing&Planning 
PICTURE PERFECT __ Creative Drawing & Writing — 
POETRY PALETTE Poetry Writing 
RACE THE CLOCK Verbs and Words 
ROBOMATH Multiplication & Division 
STORY SKETCHER Short Story Writing 
TEXT TIGER 3 Word Processing Skills/Program 
WORDZZZEARCH Hidden Word Puzzles 


——— 


Send for our FREE catalog 
MindPlay Division of METHODS & SOLUTIONS, INC. 


100 Conifer Hill Drive 

Building 3, Suite 301 

Danvers, MA 01923 : a : | 

(800) 221-7911 (617) 774-1760 (if inside Massachusetts) 


Screen 1 


1) (White Box) 
2) Wild Turkey 
3) Turtle 

4) Snake 

5) Horse 

6) Whale 

7) Blue Sheep 
8) Donkey 

9) Earthworm 
10) Goose 
11) Mountain Goat 
12) Aardvark 


Screen 2 


13) Albatross 

14) Alligator 

15) Anaconda 

16) Angelfish 

17) Ant 

18) Anteater 

19) Giant Armadillo 
20) Armadillo © 

21) Alpaca 

22) Chacma Baboon 
23) Barbary Ape 
24) Flying Fox 


Screen 3 


25) Vampire Bat 
26) Badger 

27) Bat 

28) Black Bear 

29) Grizzley Bear 
30) Polar Bear 

31) Sloth Bear 

32) Beaver 

33) Bee 

34) Bighorn Sheep 
35) Bison 

36) Bird of Paradise 


ee a ad 


Animal Database 


Screen 4 


37) Bluebird 
38) Wild Boar 
39) Bobcat 
40) Black Buck 
41) Bongo 

42) Brocket 
43) Bumblebee 
44) Bullfrog 
45) Buffalo 

46) Owl 

47) Bush Baby 
48) Butterfly — 


Screen 5 


49) Canary 

50) Canadian Goose 
51) Arabian Camel 
52) Bactrian Camel 
53) Cardinal 

54) Caribou 

55) Catfish 

56) Cat 

57) Centipede 

58) Chameleon 
59) Cow 

60) Rooster 


Screen 6 


61) Chipmunk 
62) Crocadile 
63) Coyote 

64) Copperhead 


- 65) Cicada 


66) Cockatoo 
67) Cobra 

68) Chinchilla 
69) Chimpanzee 
70) Dingo 

71) Dragonfly 
72) Cheetah 


73) 
74) 
75) 
76) 
77) 
78) 
79) 
80) 
81) 
82) 
83) 
84) 


85) 
86) 
87) 
68) 
89) 
90) 
91) 
92) 
93) 
94) 
95) 
96) 


97) 
98) 
99) 


Screen 7 


Bald Eagle 
Duck | 
Dog 

Electric Eel 
Elephant 
Emu. — 
Elephant Seal 
Fiddler Crab 
Firefly 
Flamingo 
Fox 

Goliath Frog 


Screen 8 


Flying Squirrel 
Flying Fish 

Gila Monster 
Galapagos Tortoise 
Garter Snake 
Pocket Gopher 
Goldfish 

Giraffe 

Gorilla 

Gnu | 
Grasshopper 
Gypsy Moth 


Screen 9 


Hammerhead Shark 
Harbor Seal 
Hippopotamus 


100) Hedgehog 

101) Turkey 

102) Loon 

103) Mouse 

104) Manatee 

105) Monarch Butterfly 


106) Moose 
107) Musk Ox 
108) Moth 


Screen 10 


109) Nightengale 
110) Ocelot 
111) Orangutan 
112) Rabbit 
113) Jellyfish 
114) Jackal 
115) Inchworm 
116) Impala 
117) Koala 
118) Leopard 
119) Ladybug . 
120) Llama 


Screen 117 


121) Lobster 

122) Osprey 

123) Otter 

124) Painted Turtle 
125)Panda 
126) Peacock 

127) Pelican | 
128) Penquin — 
129) Pheasant 
130) Piranha | 
131) Platypus . 
132) Porpoise 


Screen 12 


133) Prairie Dog 
134) Puffin 

135) Puma 

136) Python 
137) Raccoon 


138) Cottontail Rabbit - 


139) Stingray 

140) Reindeer 

141) Hermit Crab .. 
142) Raven 

143) Rhinoceros 
144) Robin 


Animal Database 


Screen 13 


145) Roadrunner 
146) Sailfish __ 
147) Seahorse 

148) Scorpion 

149) Sawfish 

150) Scallop 

151) Slug 

152) Skunk 

153) Snail 

154) Silverfish | 
155) Spider Monkey 
156) Squid : 


Screen 14 


157) Starfish - 


158) Stork — : 
159) Squirrel Monkey 
160) Squirrel 

161) Swan 

162) Swordfish 

163) Tiger 

164) Toad > 

165) Tarantula 

166) Toco Toucan 
167) Vulture 

168) Vicuna 


Screen 15 


169) Wallaby 

170) Walrus 

171) Water Buffalo 
172) Boll Weevil 
173) Blue Whale 


174) Whooping Crane ~ 


175) Wombat 
176) Yak 

177) Wolf 

178) Zebra 

179) Spider 

180) Hummingbird 


Screen 16 


181) Lion — , 
182) Horseshoe Crab 
183) Horsefly 
184) Monkey 
185) Manta Ray 
186) Kangaroo 
187) Killer Whale 
188) Octopus 
189) Ostrich 
190) Barn Owl © 
191) Pigeon 
192) Pack Rat 


Screen 17 


~ 193) Praying Mantis 


194) Porcupine 
195) Sable 


- 196) Sheep 


197) Sole 

198) Woodchuck 
199) Pig 

200) Woodpecker — 


* Note: When Cotton's 

First Files® is booted up 
the screen will prompt 
the user to turn the disk 


over. Young children 
may need help flipping | 
the disk. | 


